The purpose of this study was to define and better understand business school students' opinions and preferences on the design of a mobile marketing education application. To accomplish this purpose an explanatory mixed methods study design was used and the data was collected sequentially. First, a questionnaire was conducted with 168 business school students from Anadolu University to define their learning styles. The learning orientation questionnaire produced five factors: visual, auditory, dependent, collaborative, and reading & writing learning styles. In the second phase of the study, semi-structured in depth interviews were conducted with nine graduate students at Anadolu University to better understand their preferences and explore their opinions on the mobile application. After the coding process three themes emerged: learning styles, content, and tools. Added to these themes, eight motives for the use of a mobile marketing education application were also identified.
INTRODUCTION
The authors of this article have explored students' learning styles and better understand their opinions on the design and use of a mobile application for marketing education in higher education. Firstly, learning styles of undergraduate students taking a credit-bearing face-to-face marketing course on marketing principles were investigated. Secondly, their opinions on design of mobile applications for marketing education were explored. Finally, their views on how to use them effectively in higher education were examined. All results of this study were used in the designing of a mobile marketing education application named as "Marketing Genius". Today, instructors experience the effects of technological changes in both marketing education and practice. Academic programs and teaching methods are both being redesigned to reflect these changes in both the practice of marketing and the use of technology for marketing education (Clarke III and Flaherty, 2002; Lowe and Laffey, 2011; Santandreu and Shurden, 2012). Mobile learning is one of the methods that came into play.
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The term "learning styles" refers to the view that different people learn information in different ways. In other words, it refers to the concept that individuals differ in regard to what mode of instruction or study is most effective for them (  Avoidant or Participant Learning styles: Avoidant students are not enthusiastic about learning content and attending class. They are slow to participate with students and teachers in the classroom. They are uninterested and often overwhelmed by what goes on in class. On the other hand, participant students enjoy going to class and take part in as much of the course activities as possible. They are typically eager to do as much as they required and optional course requirements as they can.
 Competitive or Collaborative learning styles: Competitive students who learn material in order to perform better than others in the class, and believe they must compete with other students in a course for the rewards that are offered. On the other hand, collaborative students enjoy working harmoniously with their peers. They can learn by sharing ideas and talents.
 Dependent or independent learning styles: Dependent students show little intellectual curiosity and who learn only what is required. View teacher and peers as sources of structure and support and look to authority figures for specific guidelines on what to do. On the other hand, independent student who like to think for themselves and are confident in their learning abilities. They prefer to learn the content that they feel is important and would prefer to work alone on course projects that with other students.
There are a few studies that have concentrated on matching styles with mobile technologies to enhance students' learning experiences although mobile learning has potential for providing a mechanism where each learner will have their own individualised learning process (Kinshuk, Respondents of the survey were undergraduate students (85 men and 83 women), ages ranging from 18-26 from different departments (Business Administration, Economics and Public Finance).
The demographic characteristics of the participants are shown in Table 1 . The data of this study was gathered using a paper and pencil data collection method. The Learning Orientations (16) measures were then subject to exploratory principal components analysis (PCA). An orthogonal rotation with varimax was chosen. Following the results of the factor loadings, means, standard deviations, and Cronbach's alpha were computed for each factor (See Table 2 ).
In the second phase of the study, semi-structured in-depth interviews were conducted to better understand their learning preferences on marketing courses and explore views of students on different characteristics of the mobile application such as level of interactivity, relationship to real world experience, amount of time involved, level of personal importance or relevance, interaction with the instructor, organization of knowledge, and feedback on performance while learning. Interviews were conducted with 9 undergraduate students at Anadolu University.
All participants were business majors and taking the Principles of Marketing course, 4
female and 5 male, ranging in age from 20 to 25.
A semi-structured interview format was followed in the conducting of the interviews and discussion was focused on four themes: their learning orientations/preferences in marketing courses, presentation of the content/knowledge in mobile applications, which digital tools can be embedded and finally what motivates them to use this kind of mobile application. All interviews conducted face-to-face were recorded with the permission of the students and subsequently transcribed.
A coding process was employed that combined deductive and inductive components. The deductive component consisted of coding the interview data using the factors identified from the factor analysis and literature review. The inductive component consisted of coding the data for emergent themes.
Then all the codes were re-categorized under major themes and the relationships between these themes were examined. QSR NVivo8 was used in the qualitative data analysis.
RESEARCH FINDINGS AND DISCUSSIONS
Learning Styles 'The learning orientation questionnaire' (Hunt, Eagle and Kitchen, 2004) produced five factors based on the factor analysis with eigenvalues greater than 1.0, explaining 57% of the variance (see Table 2 ). 
Findings from Interviews
We identified three major themes according to the preferences and opinions of the students on the design of a mobile application on marketing education. These were  learning styles,  content and  tools. Figure: 1 illustrates the scope of each theme and also how these four themes are related to each other.
Learning styles refer to the students' learning orientations/preferences and preferred mode of teaching. Four sub-categories composed learning styles theme: participant, visual, dependent, and competitive.
Participant learning style refers to the students' active participation in the learning process and learning by experiences (Grasha and Reichmann, 1996). Students mentioned that they remember better from their experiences and enjoy being active much more. We also asked students how we could add participation in this application. Three recommendations were brought.
Tasks, games and contest were seen to enhance their experience and also participation. They offered that some tasks related to the course could be given to the students. These tasks may contain finding something (a brand, product, a retail store, etc.) that answers a question or engages in an activity or facility such as visiting a retail store and narrating the story of this visit taking into account the sales course.
They indicated that these kinds of experiences allow them both to have fun as well as learn. The other two recommendations were related to game-based learning. Students' quests for fun in all areas of life also make them seek "entertainment" in education. Thus, they think that games especially simulations and puzzles or contests may enhance their education experience and participation in the courses.
According to VARK Model, visual learning style refers learning more easily with diagrams and pictures. Students mentioned that visual presentation of knowledge help them better understand new information and also make learning process less tedious. Long texts either intimidate or get bored of them. Mostly they prefer visual educational aids as they make it easier to remember new information.
All of the students prefer an organized and well-structured course. These students want clear guidelines and transparency in the process. They need to be guided. They are not selfdirected learners.
Thus, we can say that they have a dependent learning style. Dependent learning refers to an expert guided course preference. Students who prefer dependent learning think that education is finding the "right answer" and this information is seen to be held by the lecturer (Grasha and Reichmann, 1996; Hunt, Eagle and Kitchen, 2004). The education system in Turkey is mostly based on test-based exams and our students unfortunately do not need to explore alternative views. In accordance with the results of our survey, our participants think that dependent learning is the best way to learn new information. They said that when they go on the Internet, because of information pollution, it is hard to find the right answers. However, working with an expert in a dependent learning setting, it is both reliable, time saving and easy way to find the right information. These findings support the findings of Sadler-Smith and Riding (1999) and Knowles (1990) .
In addition, reaching an expert when needed is also an important issue for our participants.
Finally we asked about their opinions on team work. But they have indicated that they would rather work alone. This finding may also be related to competitive learning style as most of our participants believe they must compete with other students in a course for the rewards that are offered (Grasha and Reichmann, 1996).
Videos are mentioned by most of our participants as a way of presenting the content. Most of them are also using their smartphones for watching videos, especially from YouTube and TED Videos. We asked them who should present the content in the video; a lecturer or an expert/professional from the industry.
In accordance with their dependent learning preference, they indicated that a lecturer video is a must; however expert videos can also be added but not necessarily. They also mentioned that videos should not exceed 15-20 minutes as it is hard to download and also they ran out of patience.
Figure: 1 Preferences in mobile learning
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All of the participants mentioned the importance of examples in their learning process. They indicated that they better understand and remember the concepts when they are related to an example. Thus, they think that the content in the application should contain examples from the industry. Finally, they demand rich content in the application. We asked them what kind of resources they mostly request. Both academic and informal resources were mentioned such as articles, e-books, blogs, web sites, etc. They expressed that the content should be up-to-date, diverse and entertaining.
The third theme explored from the interviews was the digital tools that can be embedded to the mobile marketing application. All the participants agreed among the use of social media in the application. Facebook was the number one social media platform mentioned by the participants, as it is the most common among the students. Even they suggested that the tasks that will be assigned in the application should be related to Facebook in some way. They indicated that the application could be more interactive this way.
Another tool mentioned by our participants was a "test exam." Some of the participants thought that these exams can be used as a contest in the application and this could be fun. On the other hand, some of them said that these exams could give feedback about their learning and will increase their motivation.
They also mentioned a tool for reaching the instructor/lecturer is critical. One of the participants told that he e-mails many of his lecturers but none of them responded. He said "to be considered is very important for me in my learning process" and this kind of a tool may guarantee the lecturer will respond. Location tools are also mentioned but the participants could not relate how it will enhance their learning experience. At last one of the participants suggested a notes page that can be added to the application to take notes when using the application. Figure: 1 are quite relevant with each other. The learning styles of the students directly affect both their preferences on the presentation of the content and the tools they require in the application. The content preferences also affect their tool requirements.
All the themes shown in
Motives for The Use of A Mobile Application in Marketing Education
We asked our participants what motivates them to use this kind of a mobile application (See Figure 2) . Different themes emerged from the interviews. Up-to-dateness was the most highlighted element. Our participants indicated that if the application updates frequently, they would use this application more often.
We asked how could we keep our application up to date? They suggest adding social media tools such as Facebook or Twitter, and a place to highlight industry news related to marketing.
Another theme frequently repeated by our participants was interactivity. Our participants emphasized two kinds of interactivity; one is human to human interactions as they would like to communicate or interact with the other students that use the application.
The second interactivity type is human to artifact communication such as they would like to receive content in different forms such as text, audio, video, pictures, graphics, etc.
Figure: 2 Motives for the use of a mobile application in marketing education
Our participants emphasized that monotony of the application will alienate them from using this kind of an application and suggested adding rich content to avoid monotony.
Thus, each time they could look at different parts of the content and learn new things about the subject. Entertainment was another element mentioned nearly by each of our participants. They think that up-to-dateness and dynamic application are important aspects but these features do not guarantee fun for them. Thus, they persistently express that the application should contain some tools for entertainment such as contests, funny examples or photos, and games. Social media is also seen as a tool for entertainment. Some of our participants indicated that the probability of winning a prize (such as a prize competition) or to be rewarded (getting an extra grade from their course) could enhance their motivation to use this application. Moreover; they pointed out that the usage would increase if the application becomes a mandatory implementation in the course. Two of our participants mentioned curiosity. They indicated that it must be intriguing for them to use the application; however they cannot define how curiosity could be added.
At last, speed was found as an inhibitory factor for usage because most of our participants remarked their concern about slow running applications. Nowadays, no one can stand waiting. Thus, the download and usage speeds are very important factors for the use of the application. All the concepts mentioned above such as non-monotonic, up-to-date, entertaining, intriguing refer to a living application. In sum, they would like a "living educational and entertainment application" that is dynamic, interactive, with an information flow that is continuous, fed from different recourses like social media platforms and stimulating the students with new updates.
CONCLUSIONS
This study is limited with three themes including learning styles, content and tools for mobile marketing education design, and six motives which include up-to-dateness, high speed, arousing curiosity, obligation, reward, entertaining, dynamic, interactivity for the use of a mobile application in marketing education. All the findings were interpreted simultaneously and as mentioned earlier, the results were used in the implementation stage of the marketing education application named Marketing Genius. Based on the findings the design related implementations were summarized below:
 To keep all the pages simple and brief, the content is presented in modules.
For now, only one module is uploaded in the application named "What is marketing?". Written materials are selected as the baseline for our module. But, to avoid long texts the content of the module is also divided into topics such as "marketing definitions, marketing process, needs and wants, exchange etc." and all the topics in the module are presented briefly (less than 1 page for each topic). By this way students will be able to focus on whatever topic they want to. Moreover they can take a break at the end of each topic or module and than go back to study. In Figure 3 , sample screen views from the application were shown.
Figure: 3 Sample screen views from the application "Marketing Genius"  In accordance with the students' preference on visual learning style, we add images for each topic and at the end we used a graphic to summarize all the topics in the module. We tried to select funny images to get the attention of the students. In addition, videos are prepared for each topic in the module. Three different lecturers gave information about some concepts related to the topics in the module.
 In accordance with the students' preference on auditory learning style, each page has an audio version of its content. If the student does not want or have a chance to read the text, he/she could listen to the audio recording.
 Sample cases and images are found to give an example of some topics and concepts. Sample case stories are also available as an audio version.  In accordance with their request to gain experience through their learning process, some tasks are assigned in some topics for participant and competitive learners. These tasks comprise finding a brand name, taking photos and giving some examples related to the topic. These tasks also contribute to their quest for fun.  "Consulting" tool on the main page (see Figure 3) allows students especially dependent learners to reach their lecturer any time they want. With a link given in each page of the module, this tool can also be reached when student is working on a module.  A 10-question test exam is added to the application for self-assessment.  The online resources tool includes links of e-books, articles, podcasts and blogs related to the topics. This tool provides accessibility to a wide range of digital content.  The social media tool enables students especially having collaborative learning style to reach the social media pages of the application (Marketing Genus Facebook and Twitter pages). These pages intend to enhance interactivity and entertainment in the application.  Finally, "My Progress" is a follow-up tool that students can monitor both the content and their own learning process (for example, which parts/topics of the module is completed or how many questions the student answered correctly etc.) Table: 3 gives a summary of which design feature correspond to which themes about the students' learning styles, presentation of the content and motives. Since the number of interviewed students was quite limited, the features of the mobile application were mostly designed based on the results of the quantitative study. After the use of the application, more in depth interviews can be conducted with the users to better understand their usage patterns and the usefulness of the application. By this way, both the application could be refined and also more knowledge is obtained on the performance or the quality of the application. On the other hand, this was an exploratory study. In the future, an experimental design could be conducted to compare a traditional, face-to-face setting with a mobile learning environment. Further, further research is needed to explore how to increase interaction and participation in mobile learning in developed applications.
Author 
